Edible Monsters - Part Three 


This week's monster adds something a little crunchier to your diet... 
STELGWIT 


FREQUENCY: Uncommon 

NO. APPEARING: 2-8 

ARMOR CLASS: 5 

MOVE: 15" 

HIT DICE: 3 hit points 

% IN LAIR: 15% 

TREASURE TYPE: Nil 

NO. OF ATTACKS: 1 

DAMAGE/ATTACK: 1-2, 1-6 

SPECIAL ATTACKS: None 

SPECIAL DEFENSES: Poison 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Non- 

ALIGNMENT: Neutral 

SIZE: S (18" tall, 1' dia.) 

PSIONIC ABILITY: Nil 
Attack/Defense Modes: Nil 


Stelgwits are spider-like creatures that are most at home in cold, dark places. They shun 
heat and light, whilst their primary foodstuff seems to be water and other fluids that seep 
from stone and organic matter. Their many legs are arrayed around a central hub which 
contains their rudimentary brain, mouth and other internal organs. Fast and able to climb 
over most surfaces, they are very hard to catch and are usually hunted with nets. Anyone 
trying to grab a Stelgwit with their bare hands will expose themselves to the poison it 
excretes from its limbs, although this is not particularly powerful (add +4 to saving throw die 
roll). If a lair is discovered, there will be around 5-50 creatures of various sizes and in such 
cases their poison can cause 1-6 hit points of damage (if a standard saving throw vs. poison 
is failed). As Stelgwits are very averse to heat, proximity to flames from torches and similar 
fires will cause them to become paralysed. If subdued in such a way and then roasted on an 
open flame for 5 minutes, the Stelgwit's poison is driven off and its legs become edible. They 
are crunchy and have a strong savoury, nutty flavour. Consuming 2-3 creatures is enough to 
replace half a day's rations. 


Description: Stelgwits are a pale yellow-white, similar to bone. When cooked, they become a 
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deep reddish brown. 


Next week: the Traitor's Hat... 
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